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WHAT IS CLAIMED IS: 

1 . A computer-readable recording medium for a video 
game, with ttte medium recording a video game program for 
transforming a three-dimensional object having a shape 
defined with a plurality of vertexes, the program causing 
the computer; \ 

to obtain the rotation angle of each joint in a 
virtual skeleton oV the three-dimensional object 
constituted with a plurality of joints with each of the 
plurality of vertexei made to correspond to any one of the 
plurality of joints according to animation data defining 
the movement of the virtual skeleton at every frame 
display period; and \ 

to calculate the rotation angle of the vertex on the 
basis of the obtained rotation angle of each joint and a 
weight predefined for the Vertex corresponding to the 
joint , and to move the vertex according to the rotation 
angle at every frame display\ period. 

2 . A computer-readable recording medium for a video 
game of claim 1, wherein in the\ movement of the vertex, 
the rotation angle of the vertex ia calculated on the basis 
of one rotation angle relative to\one rotation axis 
determined with the obtained rotatibn angle of the joint 
and the weight predefined for the vertex corresponding to 
the joint and the vertex is moved to a position obtained 
by rotating the vertex through the rotation angle about 
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the\one rotation axis. 

. A computer-readable recording medium for a video 
game ok claim 1, wherein the obtaining of the rotation 
angle on the joint, the rotation angle of each joint is 
obtained Jpr each of three rotation axes intersecting at 
right anglds; and 

in the movement of the vertexes, one rotation axis 
and one rotation angle are calculated on the basis of the 
three obtained \otation angles of the joints; 
10 the one calculated rotation angle is interpolated on 

the basis of the weight predefined for the vertex and the 
rotation angle of the vertex is calculated; and 

the vertex is m<Ved according to the calculated 
rotation angle of the vertex and the one rotation axis at 
15 the every display period^ 

4. A computer-readable recording medium for a video 
game of claim 1/ wherein in the calculation of the rotation 
angle of the vertex, the one\rotation angle is 
sphere-linear-interpolated according to the weight 

20 predefined for the vertex to calculate the rotation angle 

of the vertex. 

5 . A computer-readable recording medium for a video 
game of claim 1, wherein the vertex cd^responding to the 
one joint is sorted with the weight pr^Jefined for the 

25 vertex; and 

in the movement of the vertex, a determination is 
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madev whether the same weight as that predefined for the 
verte^ moved immediately before is defined for the vertex 
to be iripved; 

wheh it is determined that the same weight as that 
predefined for the vertex moved immediately before is not 
defined forVthe vertex to be moved, the rotation angle of 
the vertex tdybe moved is calculated on the basis of the 
obtained rotation angle of the joint corresponding to the 
vertex to be moveti and the weight predefined for the vertex 
to be moved, and aata on the rotation angle is stored; 

the vertex to ^be moved is moved according to the 
stored data on the rotation angle, and 

when it is determined that the same weight as that 
predefined to the vertex moved immediately before is 
defined for the vertex to B\e moved, the vertex to be moved 
is moved according to the \tored data on the rotation 
angle, 

6 . A computer-readable recording medium for a video 
game of claim 1, wherein in the ^movement of the vertex, 
a determination is made whether the same weight as that 
predefined for the already moved vertex among the vertexes 
corresponding to the same joints is defined for the vertex 
to be moved; 

when it is determined that the sameVweight as that 
predefined for the already moved vertex amon\ the vertexes 
corresponding to the same joints is not defined for the 
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vertex to be moved, the rotation angle of the vertex is 
calculated according to the obtained rotation angle of the 
joint (Corresponding to the vertex to be moved and the 
weight predefined for the vertex to be moved/ and the data 
on the rotation angle is associated with the weight of the 
vertex and ^stored; 

the veruex to be moved is moved according to the 
calculated rotation angle; and 

when it is determined that the same weight as that 
predefined for the already moved vertex among the vertexes 
corresponding to the ssame joints is defined for the vertex 
to be moved, the dataVn the rotation angle stored as 
associated with the weight predefined for the vertex to 
be moved is obtained, and the vertex to be moved is moved 
according to the data on th\ rotation angle. 
7. A method of transforming k three-dimensional object 
having a shape determined with aVlurality of vertexes in 
a video game, wherein the rotatioiryangle of each joint in 
a virtual skeleton of the three-dinkensional object 
constituted with a plurality of jointte with each of the 
plurality of vertexes made to correspondNto any one of the 
plurality of joints is obtained at everyXframe display 
period, according to animation data def iningVhe movement 
of the virtual skeleton, and \ 

the rotation angle of the vertex is calculated on the 
basis of the obtained rotation angle of each join\and a 
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werght predefined for the vertex corresponding to the 
jointfy, and the vertex is moved at every frame display 
periodV according to the rotation angle. 

8. \a method of transforming a three-dimensional 
5 object in k video game of claim 7 , wherein in the movement 

of the vertex, the rotation angle of the vertex is 
calculated onVhe basis of one rotation angle relative to 
one rotation axYs determined with the obtained rotation 

f*s \ 

~= angle of the joinAand the weight predefined to the vertex 

,"1 10 corresponding to ttt£ joint, and the vertex is moved to a 

r? position obtained bA rotating the vertex through the 

rotation angle about tlae one rotation axis at every frame 
s_ display period. \ 

H 9. A method of transforming a three-dimensional 

£p 15 object in a video game of <3laim 1, wherein the rotation 

1^ angles of the three rotatior\ axes intersecting at right 

angles are obtained, \ 

in the movement of the vertfex, one rotation axis and 
one rotation angle are calculateci on the basis of the 
20 obtained rotation angles of the threfe rotation axes of the 

joint; \ 

the obtained one rotation angle as interpolated 
according to the weight predefined for \he vertex to 
calculate the rotation angle of the verteic; and 
25 the vertex is moved according to the calculated 

rotation angle and the one rotation axis. \ 
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10\ A video game apparatus for transforming a 
three-dibensional object having a form at least a part of 
which is determined by a plurality of vertexes associated 
with a cluster, said apparatus having: 
a compter; and 

a compeer-readable recording medium having 
recorded therein a program to be executed by said 
computer ; 

said program causing said computer to execute; 

10 obtaining tlie rotation angle of each joint in a 

virtual skeleton oA the three-dimensional object which is 
constituted with a plurality of joints and in which each 
of the plurality of vertexes corresponds to any one of the 
plurality of the joints^ at every frame display period, 

15 according to the basis o>f the animation data defining the 

movement of the virtual skeleton , and 

calculating the rotamon angle of the vertex on the 
basis of the rotation angle\of each joint obtained with 
the obtaining of the rotation angle and the weight 

20 predefined for the vertex corresponding to the joint and 

for moving the vertex according tto the calculated rotation 
angle at every frame display period. 

11. A video game apparatus for transforming a 
three-dimensional object of a shape\determined with a 

25 plurality of vertexes, comprising: 

a computer and 
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a computer-readable recording medium recording a program 
to be\ executed with the computer, 

the program causes the computer to execute; 
obtaining the rotation angle of each joint in the 
virtual skeleton of the three-dimensional object which is 
constituted with a plurality of joints and in which each 
of the plurality of vertexes corresponds to any one of the 
plurality of tthe joints, at every frame display period 
according to th^ animation data defining the movement of 
the virtual skeleton, and 

calculating t^ie rotation angle of the vertex on the 
basis of the rotation angle of each joint obtained with 
the obtaining of the Rotation angle and the weight 
predefined for the vertex corresponding to the joint and 
moving the vertex according to the calculated rotation 
angle at every frame display period . 

12, A computer program^ for a video game, for 
transforming a three-dimensional object having a shape 
defined with a plurality of vertetffes, the computer program 
causing the computer; 

to obtain the rotation angle dtf each joint in a 
virtual skeleton of the three-dimensional object 
constituted with a plurality of jointsNwith each of the 
plurality of vertexes made to correspond t\> any one of the 
plurality of joints according to animation Ida t a defining 
the movement of the virtual skeleton at evesy frame 
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display period; and 

to calculate the rotation angle of the vertex on the 
basis of the obtained rotation angle of each joint and a 
weight predef inedVf or the vertex corresponding to the 
joint, and to move Vhe vertex according to the rotation 
angle at every frame \display period. 
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